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CCPENOBHIICM TPH. 3aNCKHO BLJ KAHPY KOMIT FOTCPHOI I'PH BOHA
Moske OyTH peatizoBaHa BiA nepiioi, Apyroi abo TpeThoi ocodu.

B ocrampoMy BUmAgKy TOJOBHHH TEpOH, 3aBXIU
3HAXOAUTbCA y (OKycl KaMepu 3 BHAOM 3-3a CIHHHHA. Ane Vy
OIMBIIOCTI BUMAAKIB T'PABCLP MAaE€ MOXKIUBICTH OOCPTATH KaMEpy
HABKOJIO MEPCOHAXKA, 00 Kpalue PO3AUBUTUCH HE TiJIBKH repos, a i
JCSKl BAXKIHBI ACTalll BIPTYambHOrO CBITY, V SKUX 1HOAI OVBAarOTh
MPUXOBaHI MAKA3KH 10 MPOXOKCHHS YSPrOBOTO PiBHI.

Came TOMY IrpoBHH TEpPCOHRK Mae OYTH JCTAIBHO
OMpaipOBaHUN 3 YCIX PaKypciB Kamepu. Ajie aeramisaifist HE
O3Havae, MO MOJCTbh Tepos MOBHHHA HATIYYBATH BENUKY KiTbKICTh
MOMIroHIB. [ mocArHeHHs HaHKpammoro pe3yabTaTy MBHIKOMIT V
CYYaCHUX Irpax BHKOPHCTAIOTBCA TMCPCOHAXKI, MOJCTl  SKHX
HamuyioTe Onmn3pko 4000 — 8000 monironis. Tomy wine myOmikarii
MOJIATAE V PO3TISLAI POLIECY CTBOPSHHS MOBHOLIHHOTO MIEPCOHAKA 3
MIHIMATbHOK HPUIYCTHMOK KINBKICTIO TOJITOHIB Ta MOJATBININ
aHiMarnii Horo pyxiB Il KOMIT FOTEPHOI I'PH.

AHani3 ocTaHHIX JocaigxkeHb. OCHOBOIO 11 HAIIMCAHHS L€l
crarti cramu npaul binna dnewinra, xeificona [larHona ta Axama
Yorkinca [1, 2, 3]. binn ®nemidr y cBoiX HanmpauroBaHHSIX BUALIIE
OCHOBHI TIPABUA, 3 JOMOMOTOI0 SIKUX MOYKHA CTBOPHTH YHIKATbHOTO
T4 HETIOBTOPHOTO MEPCOHAKA, MOYHHAIOYH 3 3aMaTbOBOK HA apKyIli
nanepy.

Ibketicon IlatHox mpualmsie BEIHUKY VBary CTBOPCHHIO
MPaBAOHOAIOHOTO  CKEJICTY Ta PyXiB Ad MNCPCOHAXKA, HE
MOTIUONMIOKYHCh Y JACTAJbHE BHUBUCHHS aHatomii. Agam YOTKIHC
3aUMAEThCS PO3IVISLAOM MUTAHHS 3 omrumizanii 3D moaeneit ans ix
MPABUIBHOTO BUKOPUCTAHHS B IrPOBOMY CEPEAOBHILI.

@opmymoBaHHS LIeH cTaTTi: po3poOKa Ta aHiMamis
TPUBHMIPHOI MOJEITI IEPCOHazKa A1l KOMIT FOTEPHOI Ipr

OcHoBHa yactuHa. B ocHOBI Oyap-1K0i TPUBUMIPHOT MOJCTI,
B TOMY YHC/Il 1 ICPCOHAXKIB, MOJIArae MEBHA i7es. [1er0 Moke HazaTu
CLICHAPUCT, PEXKUCEP, TOJOBHUM XVAOKHHK al00 caM MOAEIICp
MEPCOHAXKIB. 3a3BHYail i4es — LE CIOBECHHH OmHC abo YOPHOBHU
Hauepk 00pasy mepcoHaxa.

VY paniii poOOTI IS CTBOPCHHA MOJCT MepcoHaxa OyB
BUKOPUCTAHHH KOHLICT apT, IO HaBeaeHNH Ha puc. 1. Lle mouaTkosi
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Tak MPOmOBKYEThCS A0 THUX Mip, MOKH MO3U aHiMauii He
JOCSTHYTh  CBOTO  KIHIIGBOrO  moyioskeHHs. CKIAAHICTD — Ta
PCANICTUYHICT  KIHICBOI  aHIMAIlli 3aJCKHTh Bl KUIBKOCTI
aHIMAIIHHUX KJIKOYIB HA IOKAT 4acy. Ix moxe OyTH BiA COTHI 10
THCSTY1 JJI OJHOI CICHM. AJIC UMM MOBINA Ta CKIAHIIIA AHIMAIS,
THM Oinblie MOTPIOHO pecypciB OOUMCITIOBATBHOI TEXHIKU IS
Bi3yasizarii pe3yabpTary.

BucnoBku. Ilpy  mpoekTyBaHHI  HEPCOHAKIB  INd
KOMIT FOTCPHUX IrOp MOKHA PCKOMCHIYBATH IS IX ONTHUMI3ALi
KOMOIHOBAaHUH METO[, KU BK/IFOYAE B CCOC aJTOPHUTM BHUIATICHHS
HCBUAMMHX TpaHeH 1 [JiHIH Ta aJropurM pPydYHOTO CTBOPCHHS
HU3LKONONITOHATBHUX Mozeiaeh. s cTBopeHHs aHiMamii pyxiB
mouiibHO BukopuctoByBaru marid Character Studio, uepes toro
3MATHICTh B3aemMosli 3 MoauikaropaMu Ta IS JOCATHCHHS OLIbIN
peanictuanoi mepedaul pyxiB. Ilpu upomy ocoOnuBy yBary ciixa
MNPUIUTATH PETCIBHOMY CYMIIICHHIO LICHTPIB Bard MOJENTl Ta

CKEIeTa.

IlepcnekTuBH noaaabinoro gociaiazxenHs. Mogems podorta,
po3pobacHOoro y  Iiii  poboTi B MalWOYTHBOMY  MOXKS
BHKOPUCTOBYBATHCh V PI3HOMAHITHHX Irpax, PO3paxOBaHUX Ha BUX
BiJ TPeTHOi 0cOOH.
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Annomayus
Kopneiiuyk A.B., I'nuéxo E.A., Makcumosa M.A. Paspabomxa u

AHUMAYUSL MPEXMEPHOT MOOETH NEPCOHAIICA OTIsI KOMNbIOMEPHOU UZPbI.
B cmamve noxazan npoyecc co30GHUS PeanuCUYHO20 MPEXMEPHO0
nepcoHadca @ cpede 3D Max: Hauunas om KoHYenm apma U 3aKaHYU8AS
paspabomxoti ckelema U awumayuu Ona Heeo. llockonvky @ uepax om
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mpemvpe20 IYa UMEHHO 2NAGHbIH 2epoil HAXOOUMCS. NOCHOIAHHO 8 NoJe
3peHuUs  KaMmepwl, HepeoKo 3anumaem OOJbULYIO HAcMb  9KpaHa npu
OOCMAMOYHOM NPUOTUNICEHUY, O K KAYeCma)y 8bINOJHEHUS KAK CaMoll
MOOemu, Mmax U mexcmyp OnL Hee NpeowbIISIOmcs NOSbIUEHHbIE
mpeboganus. B pabome nOOUEPKHYMA  GANCHOCHMb — ONMUMUSAYUU
BLICOKONONUSOHANHON Mooenu ons nogwvleHU obuyeil
NPOUBOOUMETLHOCIIY  UCNONb308AHUS  CUCHEMHBIX Pecypco8 8 uzpe.
Paccmompenvl u npoananusuposanvl Memoosl, no380JAIOUUe YMEHbULUNL
KOJIUHeCmeo Nou2oH08 6e3 Cyuecmaentoll nomepu 8U3VaibHO20 Kavecmeaa
Mooe.

Kmouegvle cnosa: nepconajic, 8blCOKONONMULOHANLHAL — MOOEb,
anumayus, 3DSMax, onmumuszayus mooenu.

Abstract

Korneichyk A.V., Glibko E.A., Maksimova M.A. Development and
animation of three-dimensional model of a character for a computer
game. The article shows the process of creating realistic three-dimensional
character in the 3D Max environment: from concept art to development of
the skeleton and animation of it. In a third-person game, the main character
is constantly in the field of a camera view, often occupies most of the screen
with sufficient increase. The increased requirements to a study of both the
model, and textures are imposed. The importance of optimizing high-
polygonal model to improve overall performance of the system resources in
the game highlighted in the work. The methods allowing fo reduce the
number of polygons without essential loss of visual quality of model are
considered and analysed.

Kevwords: character, high-polygonal model, animation, 3DSMax,
model optimization.
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